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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 


INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 


Take a 10 to 15 minute break every hour, even if you don't think you need it. 
If your hands, wrists or arms become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms during or after play, stop 
playing and see a doctor. 


AWWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

_ avoid battery leakage: 


— OU 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 
Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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; , Game 01 a 


7 following figure illustrates the basic. game controls. Refer to pages that outline specific game controls 


for more details. . . — 
— > - , | 


L Button R Button 
@ Remove cards from a Deck on the Customize Deck @ Add cards to a RE on the Customize Deck Screen. Jp 
Screen. 


Control Pad = A Button 


@ Move the cursor to 
select menus, commands 
and cards. 


@ Select menus, 
commands or cards and 
display continuing 

messages. 


SELECT 


@ Change Decks on the Customize Deck Screen. 


B Button 


@ Cancel commands and return to previous screens. 
@ Shift phases during a duel. 


insert the Game Pak into the Game Boy® Advance and turn the power ON.» 
Select "New Game' the first time you play or when you want to play a new 
game from the beginning. Select "Continue' to ue playing from where 
you stopped playing a previous game. On the Title Screen, press LEFT/RIGHT 
on the Control Pad to select a menu item and then press the A Button to” 
enter your selection. . 
Selecting a Language 
The Language Selection Screen is displayed the first time you play. Use 
the Control Pad to select a language from the menu and then press the A 
Button to enter your selection. 


STARTING A GAME 


Start a new game from the beginning. You are > given 3 different Decks at the i: 
start of the game. You can customize these Decks on the Edit Deck Screen. 


Got Basic Deck! 


# Initializing Data 


The screen shown at the right is displayed if you have data saved from a 
previous game and select "New Game’. If you press START at this screen, 
the game will erase all of your previous data and you will have to play 
from the beginning. To keep your saved data, press the B Button. You will 
be returned to the Title Screen. 


Continue playing a previous game. ; a | <a 
Save/Load 


The game system automatically saves and loads your game status. As you play, the system constantly _4 
updates your saved data. When you turn the power ON, your saved data is automatically loaded, so 
you can continue playing where you last left the game. 
The Main Menu Screen is displayed after the game introduction when you 
select "New Game", or immediately after selecting "Continue". You can move 
to other game screens from this menu. = da 
: a 
& 
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mh Main Menu Screen is the basic game screen. fom here you can mov 
"Link Duel" and "Options" screens. = 


iis 


MAIN- MENU SCREEN 


m@ Campaign 
Use this to duel with a computer-controlled opponent. 
Select the game character you want to challenge. 


@ Edit Deck - 
Use this to customize your 3 different Decks. 


@ Link Duel 
Use this to duel with friends in a head-to-head game. ~ » 
@ Options " é 


Use this to trade cards, or select the game frov20e 


@ Switch Decks . M 
Press SELECT on the Main Menu Serden to swith between your 3 different Decks:"To.see which Deck _.« 
you're currently using, check the Deck color shown in the upper left:corner of the screen. DECK 1 is red, 


DECK 2 is blue and DECK 3 is green. 5 . 


ty 


Duel with a computer-controlled opponent of your choice. As you win duels, more opponent characters 
become available for selection. Try to beat them all! 


Level Attack 
Defense 
Name Ted Gah Her Sentecy ENG Toth 
“ (ALP Level Lights 
Deck Theme @- Sat zim 7 Intellect Luck 
Wins 
Draws The more glowing level lights, the 
Losses greater the character's ability. The 
Abilities maximum is 5 glowing level lights. 


Use the Control Pad to select the character you want to duel and press the A Button to enter your 
selection. Select {4 on the character list to have the game select a character randomly. 


Decks with more than 60 cards cannot be used in duels. 


Deck Info Area Card Class 
rae) Use the Control Pad to select a Card Class and press the A 
— —_ Button to enter your selection. Only cards belonging to the 
Card Class you selected are displayed in the Card Info 
Area. Press SELECT anywhere on.the Deck Info Area to 


switch between Decks. You Gan customize’atotal of 3 
different Decks. 


Card Icons Card Info Area 


Base D he ella 


When Card Info Area is When:Deck Info Area is 
TOUeE 2) selected selected 


Number of cards.in the currently selected Deck 
The number displayed below the Card Class shows the quantity of tha that cla 
> Adding Cards to a Deck 


Cards belonging to the selected Card Class are displayed in the es Area. Press the R’Button to add 
acard to the Deck. The card icon is displayed when the card is added to the Deck. Each Deck can have a 


maximum of 3 copies of the same card. > 


> Removing Cards from aiDeck 
Press the L Button to remove a card from the Deck. The card icon disappears indicating that the card has 
~ 


been removed from the Deck. 


Number of Cards j in the De 
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> Command Icons... : 
Press the A Button in the Card ic Area on the Customize Deck Screen to y the Command Icons. 
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Attack Defense 


Card Class ~ 
Monster —= 


Normal Fusion Ritual ~ €ffect 


Monster/Type 
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Spell & Trap/ By Effect 


quick 
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> Command Icons “FT yr 

Press the A Button in the Card Info Area on the Customize Deck Screen to display the Command Icons. 

Select a menu with the Control Pad and then press:the A Button to enter your selection. 
‘ = 


mie, 


Command Icons 


A 


i Detail 
View detailed information about the selected card. 


| Viewing Details > P.40 "Gard Classes’ 


Sort 
a for and sort selected cards by Gass. 


Attack Ry Card Name oO Attribute [lessor 
Defense es] Card Number C3 Type , 


Copy the contents of the selected Deck to. another Deck. 


Clear <= 
Clear the contents of the selected Deck so that the Deck is empty, 


Change Cl ss 
EE Change the Deck you are currently customizing. ~ 


Press the B Button to return to the Customize Deck Screen. 


> Deck Info > 
This section covers the ‘information in the Deck Info Area. 
Deck Type 


Number of Cards in the Trunk - 
LD 


Level 5-6 Monster Cards. 
Level 1-4 Monster Cards ry 

Number of Fusion Monster Cards in the Deck 
Number of non-Fusion Monster Cards in the Deck 


Viewing Card Classes > P.40 “Card Classes" k 
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Cable. Unlike games against the computer, winners. do‘not receive card packs. 


Le 
@ Link the Game Boy® Advance systems and turn the power ON to start the 
game. Select "Link Duel’ from the Main Menu and press the A Button. 


a 


@ The Attack Order Selection Screen is displayed only for Player 1. 
Press UP/DOWN on the Control Pad to select the attack order and then 
press the A Button to enter the selection. _ 


a 
~ 


® 5 cards are automatically drawn from your Deck into. your Hand and the 
Duel begins. ¢ 


MAIN BEEN: 


Follow the instructions below to link two Game Boy® Advance systems with the Game Boy® Advance 
Game Link® Cable. 


> What You'll Need 

@ Game Boy® Advance or Game Boy® Advance SP system 

@ "Yu-Gi-Oh! World Championship Tournament 2004" Game Pak 
@ Game Boy® Advance Game Link® Cable 


> Linking the Game Boy® Advance Systems 

1. Make sure that the power is OFF on both systems and insert a Game Pak into each Game Boy® 
Advance system. 

2. Link the Game Link® Cable into the External Extension Connector (EXT) on the top of the Game 
Boy® Advance systems. 

3. Slide the power switch on each system to ON. 

4. Refer to pages 15 and 18 for directions available after completing the steps above. 


MAIN MENU 


a f kg 
én ne 2 : 
<< a os 


* The system with the smaller connector plug is identified as Player 1. 


> Notes about Link Duels 

Trouble with Link Duels may be caused by any of the following: 

@ Systems are connected with something other than the Game Boy® Advance Game Link® Cable. 
@ Game Boy® Advance Game Link® Cable is not inserted completely into the connector. 

@ Game Boy® Advance Game Link® Cable is disconnected during play. 

@ Game Boy® Advance Game Link® Cable is connected to the Connection Box. 

@ 3 or more systems are connected. 


MAIN MENU 


m@ Card Trade a 
If you link 2 Game Boy® Advance systems using the Game Boy® Advance f 
friend can trade cards. Each player selects one card for trade. 
Notes on linking systems and Link Duels > P16 ‘Linking the 
_|Game Link® Cable" 


Link® Cable, youstid'a 


@ Link the Game Boy® Advance systems and turn the power ON to start the 
game. Select "Card Trade" from the Options Menu and press the A Button. 


~ 


Vif 


® When the Trade Soreen i is displayed, sles "Select a Card" and press the 
A Button. ; 


“ < 


z 


we 


® Select a card after the Trunk Screen appears. Move the cursor to a card 
with the Control Pad and press the A Button to display the Command — 
Icons. Use the "Detail" command to view the card data. Use the "Sort" 
command to sort the cards by Attack, Card Name or other criteria. When 
you have decided on a card, select "OK" to enter your selection and retur 
to the Trade Screen. To select a | different card, press the B Button. — 


~ 
~ 


= $ sil 
@ When both players have selected a card, select “Start Trade” and press 
the A Button. The selected cards are traded. —®= 


A 


~ 


e vA 
® Traded cards are displayed if the trade completes successfully. 


& 


Us ce Ta 


Note about Trades 


The following section outlines the Duel Screen and the Duel controls. Duel tules are based on 


the "Yu-Gi-Oh! TRADING CARD GAME". a 
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Duel Rules >2 B"How to Duel".4 


DUEL SCREEN 
m@ Duel Screen - = r Fe 
Using the Control Pad, move the cursor over an item on the screen to display information about that item 
at the bottom of the screen. Move the cursor over a card and press the A Button to display the Command 


Icons. Move the cursor over the Graveyard, Fusion Deck, or other zone and press the A Button to display 
a list of the cards there. pe 2 


Language Selection 


age-Selection" 


Monster Card Zone . 
Info Window Spell & Trap Card Zone - 


tH ee Eliminated Card Zone 
“Lei ete So oe Graveyard 


Deck fone 
Cursor 
ursor Info 


Field Card Zone 


Fusion Deck Zone 
Hand 


~~, 


= 


> 
~ 


e. 
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> Command Icons 2 


DUELS 


Press the B Button to return to card selection. 


‘= 


Card View at ~ 


View detailed data about a card or detailed 


information about the item beneath the 
cursor. 2 


~ 


Summon 
4, |Take a Monster Card from your Hand and 
place it on the field in the face-up Attack 


position. F ; 
ra 


Activate mn = 
Activate the effects of Effect Monster oa 
Spell/Trap Cards. 


Fs 


h zone the cursoris = 
IGHT on the Control Pad © 


Pom mr 
Different commands are displayed depending on = 
over, card status, and duel conditions. Press L 
to select a Command Icon and press tt on to execute the command... _ 


Atk Pos. . 
Change a Mont field from pete 
ie ttack position. 


Set” C 

Take a Monster Card from your Hand and place it 
on the field in the face-d own Defense position, or 
take a Spell/Trap p Card our Hand and place 
it in the face-do\ position. 


‘lip Summon 
Flip a Monster Card that is in the face-down ~ 
Defense position on the field to the face-up 
Attack position. a 


Wii pat” 


rd 


> 
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Def Pos. . 
Change a Monster on the field from Attack 
position to Defense position. 


is ey é r 


z 
> Info Window 
This window displays player LP (Life Points) and the eufrent phase. 
windowin the upper left of the screen shows your information an - 
in the upper right shows that of your opponent. The current pha 
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@ Phase Display 
D : Draw Phase $ : Standby Phase 
B : Battle Phase M2: Main Phase 2 


al Fusion é 4 Surrender 
LP— =| Perform a fusion while “Fusion Gate" Surrender and | 


Command _.a Monsteron the field in Attack 
position to attack. 


The 
the one 
is colored 


DUELS 


ne 


forfeit the duel. 


BTA 


Current Phase 


* oisplaying Card L sts - 3 
> Graveyard - Eliminated Card Zone - Fusion De x 
Move the cursor over the Graveyard or the ae Card Zone and press M 
the A Button to display a list of the cards-there. Select a card in the list wit anf | Sve toes Uitinate Wrasee 
the cursor and press the A Button to display the Command ils aD 
Command Icons to view card details or sort the cards in the list. Use “Exit 

to return to the field. If there isa card that can select, use me to 
__ Select the card. ° 
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> 
> Special Summon Monster List ; . 
When performing a Special Summon, either with Spell/Trap Cards such as "Me 


then select the "Decide" command and press the A Button to summon the Monster. 


The icon displayed he upper right of the List Screen shows the Card Status. 


e is ‘displayed. This list uses the same controls as other card: lists. Select the card you want to summon, gf 
i 
I 


Card cannot be returned ~ / : card that is Fusion- 
to the field with effects Material : 


such as "Monster Reborn" 


‘Lightforce Sword’ 


| 


not available in Head-to-Head Link Duels. * a 


The diagram»to the 


a 


The positions of selected cards are vid 


highlighted in yellow. = 
a Surrender bs | = 


You may decide to surrender in the middle of a duel. When you forfeit a 
duel, it counts as a loss. e the cursor over the ~~ press the A 
Button to display the "Surrender" icon. Press the A Butto Er gain to display a 
confirmation message. Select "Yes* and press the A n to surrender the 

_duel. You can only surrender during 1P games. The “Surrender’ command is 


Poe 


DUEL PLAY 


This section outlines the flow of duel play and 
MDuel Flow — —— 
@ Draw Phase : 

- One card is automatically added to your Hand. 
® Standby Phase ~ 
a . ere-are any activated Spell Cards or cards with effects in play on the field the 

e action during this phase, follow the on-screen instructions for those cards. 

© Main Phase 1 baa 3 
Set or summon Monster and Spell/Trap Cards on the field. To give order 
to your cards, move the cursor over the card and press the A Button to 

eisplay the Command Icons. Follow the on-screen instructions that are 
displayed when activating Spells and Effects or when summoning high 
level Monsters. Press the B Button to display the Phase End Menu. 
Select,acommandiand press the AB to execute. 


~ eo 


@ Battle Phase = ¢ 
d press 


the duel controls. 


= 


require you to take 


[2a = 
ae | Hain Phase ' 


aa 


ty 


Move the cursor over a Monster an ie A Button to display ie Press the Ae” 
Button again to order the Monster to attack. Designate one of your opponent's Monsters as your > 

attack target with the cursor and press the A Button again tovexecute the attack, Press the B Button to 
display the Phase End Menu. Select a command and press the A Button to execute. bs 


~~ Spell Card ffs the Field Spell Card ‘Fusion Ga 


DUELS 
5) Main Phase 2 ‘ie i x. = 


Set or play Spell/T rap Cards on the field. If you di {not summon a Monster during | ain Phase 1, you 

can also summon a Monster. The controls are.identical to those in Main Phase 1 outlined in step 3. < 

Press the B Button to display the Pha’ enu. You may also decide toed your turn. _ a 
@ End Phase = — Fe 


id . 
After completing all actions for Main Phase 1, Main Phase 2 and the Battle Phase, press the B-Button = 
to digaty th the Phase End Mer d end your turn, ry 


Players rep repeat s steps 1-6 in lternating turns until a a declared and the di luel ends 


@ Special Controls z - 
> Fusion with "Fusion Gate” ~~ 


eltis possible to place a Fusion Monster Card on nthe field without ‘We the 


activated. The following steps explain how to perform this type of rar 
Move the cursor over thesField Spell Card ates the A Button to display 
the 'Fusion" Icon. Select the icon and press the A Button, Follow the normal 
procedure for performing fusion to complete the process. | 


Game play and rules are based on the "Yu-Gi-Oh! TRADING CARD GAME". 


LL itm) PA Mime 
Pies at Gee an FAD a 


The game contains over 1000 different cards. These cards can be’separated into 3 main categories based 
on their usage. 


Monster Cards are used to attack your opponent. There are some extremely 
powerful cards that must be summoned in a special way and some that have 
special effects. 


Spell Cards have many various effects such as strengtheningymonster abilities and 
changing the field terrain. Use of these cards strongly affects the outcome of a 
duel. 


Gull Bice 


Set Trap Cards on the field to use them. They are activated in'response to an 
opponent's monster attack or spell and they neutralize the effects of the attack or 
spell. 


m Duél Field” ; 


The Duel Field is where you and ' your Pepamrent set and throw away cards A 
a field like the one shown in the figure below. The.two fields are positioned oppos' sit e one af 
can be placed in the following areas on thé'field. 


FIELD CARD ZONE 
Field y are placed here. 


MONSTER CARD ZONE 
Monster Cards are placed here. 


FUSION DECK ZONE® 
Fusion Monster Card deck is placed 


Your Main Deck is placed here. 1 card 
here. 


can be drawn from this deck during the 
Draw Phase. 


SPELL & TRAPYGARD ZONE 4 HAND 
Spell/Trap Cards are placed here. > Pa Cards in your hand are placed here. 
a i These can be set on the field. 


© The cards you use in a Duel are called the Deck. In this game, 
_ more than 60 non-Fusion Monster Cards. The Fusion Deck can consist 
~ Monster cards. f = 

* You can duel without a Fusion Deck. . 


© Cards that are not in a Deck are stored in the Trunk. Move cards to and fro to create a 
Deck. : 

® You cannot have more than 3 copies of the same card in a’Deck. You can only have 1 copy of Limited ~ 

Cards and 2 copies of Semi- Limited Car: F in your Deck at any time. 


> 
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‘Limited Cards Seaman 


@ Delinquent Duo 

@ Painful Choice 

@ Pot of Greed 

@ Card Destruction 

@ Premature Burial 

@ Mage Power 

@ Graceful Charity 

@ Yata-Garasu 

@ Cyber Jar 

@ Right Leg of the Forbidden One 
@ Left Arm of the Forbidden One 
@ Imperial Order 

@ Ring of Destruction 

@ Sangan 

@ Mirage of Nightmare 


® Confiscation 

@ The Forceful Sentry 

@ Change of Heart 

@ Upstart Goblin 

@ Swords of Revealing Light 
@ Limiter Removal 

@ Exiled Force 

@ Raigeki 

@ Jinzo 

@ Left Leg of the Forbidden One 
@ Exodia the Forbidden One 
@ Mirror Force 

@ Magic Cylinder 

@ Sinister Serpent 


Semi-Limited Cards a 


@ Nobleman of Crossout 
@ Backup Soldier 


@ Guardian Sphinx 
@ Morphing Jar #2 


HOW TO DUEL 


@ Heavy Storm 

@ Snatch Steal 

@ Monster Reborn 

@ Harpie's Feather Duster 
@ Dark Hole 

@ United We Stand 

@ Reckless Greed 

@ Witch of the Black Forest 
@ Slate Warrior 

@ Right Arm of the Forbidden One 
@ Morphing Jar 

@ Ceasefire 

@ Call Of The Haunted 

@ Fiber Jar 


@ Reinforcement of the Army 
@ Riryoku 


HOW TO DUEL 


Duel outcomes are decided according to the following rules. 
© Each player begins a Duel with 8000:LifePoints (LP). Life Points are sub 
or Monster fails to defend against an opponent's attack. You win if 
Points to 0. If your opponent reduces your Life Points to 0 , you lose. 
© If both players’ Life Points reach 0 at the same time, the Duel is declared 
_8 If. either player’ s Deck runs out of cards, the first player unable to draw a card 


the winner immeciat gy after the Duel begins. 
@ If a player has the "Destiny Board" and all 4 "Spirit Messages" on his/he 
Duel. “ 


s sl 
3 Destiny Board 


@ Destiny Board 
@ Spirit Message "I" 


Exodia Series 


@ Right Leg of the Forbidden One 
@ Left Leg of the Forbidden One 
@ Right Arm of the Forbidden One 
@ Left Arm of the Forbidden One 
@ Exodia of the Forbidden One 


@ Spirit Message "N" 
@ Spirit Message "A" 
@ Spirit Message “L" 


DUEL FLOW 
In accordance with the game rules, Duels are conducted in the following order. _ : ay 
ki Deck Preparation m<* 1 


Organize your Deck before the start of the Duel. Make sure that your Deck 
contains at least 40 and not more than 60 cards. ee 


ol 


cal 


* _pySet'the Attack Order 


Attack order is determined randomly in 1P games. 


_eE1 Draw.a Hand _ 
5 cards are automatically drawn from the top of the Deck. These 5 cards become 
your initial Hand at the start of the Duel. & 


“a 


£3 Draw Phase 


é 
One card is drawn automatically from your Deck and added to your Hand. 


/. 
‘ 


HOW TO"DUEL 


EVStandby Phase™ 
Effects of some Monster and Spell/Trap Cards andativaila during this phase. F hfe 
the instructions on cards that require you to ) perform actions during this phase. 


a 

Main Phases? — 
You may set or play Monster and Spell/Trap Cards during APRA Each ca 
must be placed in the appropriate place on the Duel Field. Each player can have 
only 5 Monster and Spell/Trap cards (not including Field Spell Cards) on the field 
at one time. If you have 5 cards on the field, you 1 may not discard a card on the 
field and replace it with a new one. You must find a way to destroy the cards on 
the field before placing new ones. 


> Monster Cards 
Summoning is the act of placing a Monster Card from your Hand without the use of spells or any other ff 
effects. When you summon a Monster, you must also indicate a position for the card. Position the card 
face-up vertically to indicate Attack positio or face-down horizontally to indicate Defense position. During , 

the turn in which a.Monster is summoned, you may not change the position of the card, so think well r 
before selecting a position. You may change the position of Monster Cards already on the field only once 
during this phase. Aside from some very special cases, once you etl Ma a card, you may 

not change it again during the same turn. You can also activate the effec Effect Monsters during this — 
phase. 


Wr feyy 


> Speli/frap Cards Ps , 
Spell Cards may be set either face-up or face-down. Trap Cards must be et face-down. You may activate 


to the Graveyard. iene oe to this rule include Equip Spell Cards hat sti eng 
Cards and Continuous Spell Cards. Trap Cards, if their effects are n 


Ei Battle Phase © ae d | a 
Each Monster that is face-up and in the Attack position on the field can be used 
once to attack your opponent. At the beginning of a Duel, the starting playermay 

» setcards on the field during his/her first turn, but cannot attack. The next player top 
may attack during his/her first turn. You are not required to énter the Battle a Nea Bes FO a 
Phase. You may move ayeety from Main re to End Phase and end your ™ 
turn. 

> Monster Cards ~ 

You can have any number of Monsters onfthe field | participate in an attack as 1Ond in, 

as they are in Attack position (change Monsters from Defense position to Attac 

position during the Main Phase before attacking). Attacking Monsters must target t 

the opponent's Monsters if there are any on the field (players cannot normally be & 

attacked directly if there are any Monsters on their duel field). iy 


= 
Ee a 


HOW TO DUEL 


This section explains how to attack your opponent's Monsters. Upon entering the Battle | Phase, you (the 
attacker) must select a Monster to execute an attack and designate one of your Opponent’ s Monsters as 
the attack target. If there are no Monsters on your opponent’ S duel field, your Monste 
Opponent directly. Each Monster can target either One of your opponent's 
can only attack once'during that turn. After the first Monster attacks, y 
attack. You may repeat these steps for all Monsters on your waite 
required to do so. You should decide when and which Monsters ypu order t 
situation. 


happens to be a Flip Effect Monster, the effect is activated as soon as the card i . Once_a Monster 
has attacked, it remains in the attack position. These Monsters are treated 
Summoned in Attack position and cannot be changed to Defense position during Main Phase 2. Monsters 
destroyed in an attack or by the effects of a Spiel rap Card aresent to the Graveyard. a 


> Spell/TrapGards 
You may use Speli/Trap Cards that have been set in the Speli/Trap Card Zone, but usually only the effects br 


of Quick Play Spell Cards are activated. You can also play Trap Cards. Use the cards, that best fit your a 
situation. Spell/Trap Cards are sent to the Graveyard as they are used. = 


El Main Phase 2 
This phase begins at the end of the Battle Phase. As in Main Phase 1, you can perfo 
Ritual Summons as well as play Spell/Trap Cards: If you did not summon a 
1, you can also summon a Monster. You’can change the position of Monstexs 
not changed in Main Phase 1 and if they did not participate in ye ks 

EJ End Phase be ; 

Announce the end of your turn during this phase. If you have more than’6 ca cards 

in your Hand at this point, you must select cards to send to the Graveyard until 

you have no more than 6 cards in your Hand. Your opponent's turn then begins. 


g 

( Duel End ' 
You and your opponent alternate turns beginning with the Draw Phase and 
continuing through the End Phase. The Duel ends when either you or your 
Opponent meets the victory conditions. ; 


; Ps Pr 4 
HOW TO DUEL 


nD Ww =<. +. ez 
PHASE FLOW 

@ Phase Flow of the Entire Duel ; 

The following figure illustrates the progression of duels. 


© Create MainDeck  @ Decide Starting Player 
© Draw 5 Cards for Player Hand 4 


m. 


Victory Conditions Met 


[1] Start Step 
[2] Battle Step 

[3] Damage Step 
[4] End Step 


Next Player Turn 


Enter the Battle Phase. Both players can use 
Quick-Play Spell and Trap Cards. 


“ 
’ 
0 Rolect one monster to execute an attack and designate one of your opponent's 
@ target. Both players can use Quick- -Play Spell and Trap Cards. 
4 
| Pr DAMAGE attaoks are executed and damages calculated. The,Flip Effects of monsters are aralid at the 
€ STEP f this step. However, Flip Effects do not affect any. monster that has already been k 
. ye amage calculation. co 
° 
is over. Both players ca can use e Qui “Play ‘Spell and Trap = - 


The cards used in this game can be separated into the following 3 categories: Monster, Spell and Trap. 
The usage and capabilities of each card vary widely. 
Use the "Card View’ icon during the game to view detailed information about acar 


LEVEL = 


Monster level. = ah rap Cards show ~ 
Class icons (@ or: ). in 


ATTRIBUTE 
Monster Attribute icon. Spell/ 
Trap Cards identify cards as either 


€&} Grell) or €-9 (Trap). 


CARD DESCRIPTION ai 
Detailed description of the card. For 

example, Fusion Monster Cards will 

explain the Fusion Material, Effect © 


CARD ILLUSTRATION 


Monsters and Spell/Trap Cards explain 
ATTACK/DEFENSE the detalls of the effect and how it's .~ 
ATTACK and DEFENSE strengths of _ activated. 


monsters. 


Monster Cards are the basic cards used neni 
Monster Cards are categorized by Type a ibute. There are 20 different Typg eS 


ATTRIBUTE 
EARTH WIND 


DRAGON BEAST DINOSAUR THUNDER 
SPELLCASTER WINGED-BEAST REPTILE AQUA 


ZOMBIE FIEND FISH PYRO WATER — LIGHT 
WARRIOR FAIRY SEA SERPENT ROCK 
BEAST-WARRIOR INSECT MACHINE PLANT FIRE DARK 


"There are several different Classes of Monster Card. Both "Fusion Monster Cards" and ‘Ritual 
Monster Cards" must be summoned ina - and “Effect Monster Cards" have unique 
effects a < 


~ 
- 


m Normal Monster Cards swt = 
One Normal Monster can be summoned during the Main Phase each turn. ih 
monsters can only be summoned by offering either 1 or 2 other monsters as tributes. 


Tribute Summon > P.48."Tribute Summon" 
Qwr 


Card color is 


41 


o- - he 8 o~R Se OT 


— 


DARK-YELLOW * 


Yr. 


@ Fusion MonsterCardse 
Fusion Monster Cards are special cards that are summoned with 2 or mor 


Card color is 


when these cards are forced to return to your Main Deck as a result of a Maisier Ef ect, they 
are returned to the io Deck and not your Hand. 


@ Ritual Monstedards . 
Ritual Monster Cards are special cards that can only be summoned with the Ritual Spell Card 
for a particular Ritual Monster, and enough Monsters for tribute to satisfy a fixed set of 
conditions. The basic abilities of Ritual Monsters are no different from those of Normal 
Monsters, but the method used to summon them to the field is different. Read the fixed set ' 
of conditions and then follow the instructions outlined on the each card. Card color iss 


é | Ritual Process > P.50“Rituals" BLE ral 


: , : — 4 
Like Fusion Monsters, since Ritual Monsters are summoned with a Special Summon, you 
can summon another monster during the same turn with a Normal Summon. 


ry 
~ 
t 
~ 


Effect Monster Cards are Monster Cards that have special effects. They are s 
like Normal Monster Cards. The effects can be broken down into the 5 main categ 
the effects vary widely dggending on the card. For details, view the detailed informati 
each card. — 
> Flip Effects = 

The monster's effect is activated death the card is flipped from face- -down to face-up 
activated if the card is flipped in response to an attack or the effects of a spe = 
am 
> Continuous Effect . F 
This type of effect remains active for as long as the card is face-up on the field. 
as the card is changed from face-up to face-down. 


_o® Cost'Effect ~ 
This type of effect is activated by discarding your Hand or by paying Life Points (LP). Associated costs 
vary with each card. & 
> Trigger Effect a 


This type of effect is activated when direct damag is inflicted on your opponent or when some other 


specific requirement indicated on the card is satisfied. a 


<- 


> Multi-Trigger Effect 


——-— - ot ain coll a .. % 


This type of effect can be activated during an opponent's turn. Discarding the card from your hand during 


a 


the Battle Phase activates the effect. "Kuriboh" is an example of this type of card. 


CARD-CEASSES 


There are many different types of Spell Cards. With the exception of Quick-Pla 
you can only use Spell Cards during the-Main Phase of your own turn. 
* There are exceptions to the rule; “Curse of Fiend" can be used during the Standb 
@ Normal Spells bis mes 
As long as the card does not have a “Continuous Icon", it is destroyed immedie 
activated. “Raigeki" is one example of a powerful Spell Card, but there are 
powerful cards. -™ 
* There are exceptions to the tule: "Lightforce Sword" remains on the field for 3 turns. 
M Equip Spells § 

Use these Spell Cards to equip Monsters. They remain on the field until th nster equipped by the card ' 
is destroyed. When the Monster is destroyed, the Equip Spell Se is also destroyed. You can equip a 

Monster with more than one Equip Spell Card. " 


m Field Spells of z a 
These cards are used to change the terrain of field: The field terrain affects the abilities of the monsters on « 
the field, altering their ATK(Attack) and DEF ean strengths. 


Card color is 
GREEN 


m QuickPlay Spelis® | Pi 
These special Spell cards can be played during any allies As long as the card has been set on the field, 
you can even activate it during an da! s turn. 


a 

@ Polymerization . Le 
This card is required to summon ion Monsters. ; La r 

_ | Fusion Process > P.4 


@ Ritual Spells > lee 
ry These cards are required to summon Ritual Monsters. Each card can only be used to summon the 


monster indicated on the card. > 
. A Ritual Process > P.50 “Rituals” 


| TRAP CARDS — 


‘ Once set on the field, these cards can be activated at any time after the start of your 
opponent's next turn. 
>  & Normal Traps 
As long as the card does not have a ‘Continullte Icon", it is destroyed immediately after it is 


activated. It cannot be played during the same turn in which it was set. 


: yi 
@ Counter Traps . Card thier Is 
This type of trap is activated as a counter move to an opponent's summon or spell and PURPLE 


cancels out the effect of the summon or spell. gy 
s 
e 


ster during a duele 


— 


@ Your Opponent's Monster is in Attack Positiofiem i | 
When you attack a monster that is in Attack Position, damage is Spermlnay byo pomnarls the ATK_ 
(Attack) Points of both monsters. . = > 


Your ATK Points > Opponent's ATK Points 
When the ATK Points of your monster are greater than those of the monster you're 3 aicuite, the 
monster you're attacking is destroyed. The difference in ATK Points is subtracted from your 

opponent's Life Points. 


Your ATK Points = Opponent's ATK Points 


When the ATK Points of your monster are less than those of the monster you're attacking, your 
monster is destroyed. The difference in ATK Points is subtracted from your Life Points. 


m Your Opponent'sMonsteris in Defense Position 
When you attack a monster that is in Defense Position, n, damage i is determined by ¢ 
Points of your monster and: the DEF (Defense) Points of the monster being attacked. 


Your ATK Points > Opponent's DEF Points 


When the ATK Points of your monster are greater than the DEF Points of the ritistor' you're attacking, 
the monster you're attacking is destroyed. There is no effect on the Life Points of you or your 
Ps opponent. 


Your ATK Points = Opponent's DEF Points 


When the ATK Points of your monster are equal to the DEF Points of the monster you're attacking, 
neither monster is affected. There is no effect on the Life Points of you or your Sede 


Your ATK Points < Opponent's DEF Points 


When the ATK Points of your monster are less than the DEF Points of the monster you're attacking, 
neither monster is affected. However, the difference between the ATK and DEF Points is subtracted 
from your Life Points. 


- << 
@ Opponent Has No Monsters eS: Le > 

When your opponent has no monsters in the Monster Card Zone, your cout attacks your opponent directly. 
The ATK Points of your attacking monster are subtracted from the Life Points of your opponent. 


. 


~ 
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DUEL RULES 
ia —s 


SUMMONING MONSTERS 


You can summon monsters in 3 different ways; Normal Summon, in which t = ster is summoned i 
Attack position, Flip Summon, in whicha.me ster in face-down Defense po a oped face- “up t¢ 
Attack position, and Special Summon, in which the monster is summoned with the effects of ane MI/ 


= 


Card. High-level monsters are summoned in accordance with the Tribute cial Summ 


~ ee 
@ Tribute Summon = S=" 
_ In order to summon a monster that is level 5 or higher, you must offer 
more monsters on the field. This is referred to as a Tribute Summon. 
Level 5 or 6 monsters } a offering 1 monster as tribute. Level 7 or highe 
2 monsters. 
A Tribute Summon is treated just like a Normal Summon, so you cannot usé Ya Tribute Summon if you 
~ have already summoned a monster to the field during a tuM,You do not need to offer any monsters to 
bring back a level 5 or higher monster with “Monster Reborn". 


@ Special.Summ 
Special Summon refers to the summoni monsters with Spell Cards like “Monster Reborn”, Ritual 


Cards or Fusions with the “Polymerization” Card, as well as with Effect Monsters. 
As long as you meet the fixed conditions for a specific monster, you can cm as man 
times as you want during the same turn. A Special Summon i isn't treated @ Same way as a Normal 
Summon, so you can also use a Normal Summon (or Tribute mon) during the same turn. 


— ~~ 
end to the Graveyard) one or 


onsters require offering 


Ss. 


48 


hp 


DUEL RULES 
> Fusiail® : ‘ . F t 
The Fusion rule allows you to to anfiften a monster using 2 or more of your Monste ‘oa ; | 
Cards and the Spell Card “Polymerization”. Fusion is successful if 2 or more of t = Saat 
required Fusion: Material monsters are on tt or in your oe roe: you usé = | ee 


Fusion Monster Cards. -_. a pe 
Fusion monsters come from the Fi Deck, go to the ae when destroy a 
} Fusion Deck if returned to your hand. Since Fusion monsters are summoned with 
traps like ‘Trap Hole" have no effect on them. ~~ ‘ 
The following steps outline how to perform Fusion. = , 
- b With the Fusion-Material monsters A and B either on the field or in your hand lay ine Card 
“Polymerization” in the Spell & Trap Card Zone. 
 é = The Fusion Monster C , created from the Fusion- Material monsters A and B, is placed i in the Monster f 
. Card Zone from the Fusi Deck. The Fusion Deck, which consists of only Fusion Monsters, is 
separate from the Main Deck and is placed Me Fusion Deck Zone on the field. ‘ 
® The monsters that Were used in the i ell Card "Polymerization" are all sent to the 


Graveyard. 
~ LE , 


DUET“RULES 


> Rituals ~ 
Unlike the Normal Summon used to summon Normal Monsters, Ritual Monster Gar 
summoned with a special process. - exe: 
To summon a Ritual Monster you will need-the designated Ritual Spell Card for that 
monster and monsters to offer. The sum of the stars (level) on the Monster Cards 
offer for tribute must equal the number of stars on the Ritual Monster Card. 
Since Ritual monsters are summoned with a Special Summon, traps like "Trap Hole effe e 
The following steps outline how to perform a Ritual ais using "Dokurorider" (Level 6) as the 
example. 
@ With the "Dokurorider’ card in your hand and eniogh monsters for tribute ont 
to meet the 6 stars sum (see above), play the “Revival of Dokurorider’ Spell C 


= 


Zone on the field. — ~ 
® Sacrifice as many monsters on the field or in your hand as needed to reach a sum of 6 or more stars. ~! 
© The “Revival of Dokurorider’ card and the Ingagtors you offered are all sent to the Graveyard and the si 
"Dokurorider’ is placed on the field. 


Selecting Monsters for Ritual Tributes 
Note: You cannot select a level 1 and then a level 6 monster when selecting monsters to offer for a 
level 6 Ritual Monster. For the second monster being offered, you cannot offer a monster that already 
has enough stars to meet the requirements. 


> Special Summon from.thé Graveyard 
Monsters in the Graveyard can be brought back to the field using the ottects of 
Spell Cards like "Monster Reborn’ and “Premature Burial’. Since these monsters are 
summoned with a Special Summon, traps like "Trap Hole" have no effect on then 


mentioned above. However, this does not apply to Fusion and Ritual monsters tha 
were properly summoned to the field before being sent to the Graveyard afte 
attack or through some spell effect. They can be proughiaeck with a card like 
"Monster Reborn". = 


= 
= 
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DUEL RULES 


— 
SPELL AND EFFECT MONSTERS 


m@ Equip Spell Cards a a 
Se = 


Equip Spell Cards, which make monsters:stronger, can only be used with the _ Se 
monster designated on the card. . The cards can only be used wih en the monste nay | Lt 
in face-up Attack position. The card remains on the field after use, but ifthe 7. 

monster equipped by the card | stroyed, the he Equi? Spell Card is sen ni 


Graveyard... =_ 
Move the cursor over the | Eup Spell card(s) or the bua Card being eq 
to display the equipment for that monster. © = 
FS P ~ ma >, ~~ 
@ Field Spell Ca > ~ 


These cards are used to change the terrain of the field. Dependin ng on the type and 
attribute of a Monster, the new terrain may put the Monster advantage or at att 
disadvantage. If the new ferain’ is advantageous to a Monster, you will notice an 
increase in the Monster's abilities; if it is ectanapes you will notice a sas a a a od 
decrease in the Monster's abilities. ~ 
Only one Field Spell Card can be in play 0 on te ld atone time. When another F a 
Spell Card is played, its effect is activated immediately. The en Field ‘so ‘3 
Card is sent to the Graveyard. ~ 


DUEL RULES 


| Flip Effect Monster Car 
Effect Monsters are monsters t' 
"Flip Effect Monster Cards" can only be activated i 
The effects of a Flip Effect Monster 4 
face-up through some indi rect action. ae instance, a monster is flipped v eS 

( {0} th 


spell, trap or some other effect (fli would be activated wit 
Light’, but not with "Raigeki" sinc onster om is destroyed witho 
<= 


@ spéll-like effects. There are varioue 
‘tain conditions. a 
en a card placed face-down = fie a ipped 

esultofa : 


ra ealing i ase 


but the 


. a 


You can also activate Flip Effects in the ooing way 

@ Set the Flip Effect Monster on the field in face-c efense position. 

® Since you can't change the position of a card in the same turn you summoned i 

Summon during your next turn to activate the effect. mg 
> ~ e 


| 
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DUEE-RULES 


Battles and the effects of spells or traps send cards to various destinations duri 
and the duel event influence the final destination where the card is sent. 


m@ Monster Cards Ce a 
Monster Cards destroyed in ne are sent to the Graveyard. When sent to 
Monster Cards are returned to your hand or Main Deck respectively. When 
to your hand, they are returned to the Fusion Deck andipo! your hand. B 


> Eliminated from the Quel 
When the effects of spell or Trap Cards eliminate a Mahster Card from a duel, th is sent to the 
Eliminated Card Zone and can no longer be used in the duel. 


> Controlled by Opponent 

If your opponent takes control of one of your Monster Cards with "Monster Reborn" or "Change of Heart" ri 
and it is destroyed, the card is sent to your Graveyard. If the card is sent to your hand or Main Deck, it is i 
returned to your hand or Main Deck reoaliey E 


@ Spell/Trap Cards 
If the card is not a continuous card, it is sent to the Graveyard after its effect is activated. If the card is” 
destroyed through the effects of a Spell or Trap Card, it is sent to the Graveyard. If the card is sent to your 
hand, it is returned to your hand. If eliminated from the duel, it \- the Eliminated Card Zone. 

Me 
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’ _ 
INTRODUCTION TO CHAINS 


It can be very difficult to determine the outcome’6f a complicated battle when sé yerals dell or Trap Cards” 
are played. The Shai, rule was developed to make it easier to determine theoutcomes of such battles. 


Ty 


@ Chain Play © |. " a 
Let's assume that Duelist 1 plays pell Card. That spell is placed i in a BLOCK called CHAIN’. If Duelist 2 

- plays a Spell or Trap Card i in. response to the initial Spell card, it is then placed in the CHAIN 2 BLOCK. 
‘As the Duelists respond to the other's plays, the BLOCKS @re stacked on top of one another. When both 
Duelists are unable to play any further cards, the effects of the Spell and Trap Cards are sorted out 
beginning with the top BLOCK or the final CHAIN. 


= 
® 


oe 


‘ _wHereis how it would work in an actual game. 
@ Your opponent plays a se Card. This becomes "CHAIN 1° ant is placed in 
; BLOCK 1. 


® If you haveva card that can be played in eee to your opponent's Spell Card, 
the message "Resolve it as part of a chain?” is displayed on the screen. Select 
"YES" to start a CHAIN and play your card. This card becomes “CHAIN 2" and is 
placed in BLOCK 2. The CHAIN is displayed on the screen so that both yo 


your opponent can see the cards in the CHAIN. eS 


® Both you and your opp nent continue to play in response to each other's card | neither of you is 
able to continue. The effects of the Spell and Trap Cards are then proce 
played. atthe, 

- —_ 


@ Chain Structure one 
Blocks are stacked in the order in which the effects are activated. The 
cards starting with those from the last card played. 

Chains are comprised of BLOCKS like those shown in the figure 


game p 


below. 


CHAIN 4 


Counter Trap used against CHAIN 3. 


CHAIN 3 
Counter Trap used against CHAIN 2. 


Stacked in the order effects 


> 


2 3 CHAIN 2 | is 
E Quick-Play Spell or Trap used against CHAIN 1. a 
: CHAIN 1 ‘ 
| 
> <a 


CHAINS 


have a speed setting greater than the previous card played. 
@ Spell Speed 4 “= 
Spell Speed 1 cards are the slowest. These cards can never be play ad in B 

only cards that cannot be played i ponse to a Spell, Trap or Effect migig p 
Spell Speed 1 Cards 


@ Normal Spells @ Equip Spells @ Field Spells 
e Effect Monster (Continuous, Cost, Trigger, Flip) 


f __f Spell Speed 2 
Spell Speed 2 cards can be played in response to Spell Speed a1 and 2 cards. 


Spell Speed 2 Cards 


@ Quick-Play Spells e@ Normal Trap 
e Effects Monster (Trigger, Multi-Trigger) 


arethe ~~ 


eT 


CHAINS 


m Spell Speed.3 ra es j , a 
Spell Speed 3 cards can be played in response to cards of any spell speed: ly cards that can be 
played in response to these cards are ag Spe ed 3 cards. J 


e 


Spell Speed 3 Cards 


@ Counter Trap 


Py a chain can be o ed 2 


long as the duelists can play eards 


~ m Chain i a 


Two copies of the following cards cannot be stacked together i in a chain since 
endlessly. Ps 


# 
\~ 


Ps @ Cards that Cannot be Stacked in Chains 
@ Forced Requisition e@ Jam Defender @ Appropriate 


a 


Ps 
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CHAIN EXAMPLE 


Let's take a look at how the outcome of an actual chair 


@ Chain Stacking and Processifige" 
Duelist A tries to destroy all his opponent's monsters on the field by 
Duelist B plays “Anti Raigeki’. Duelist A then counters by playing "Se 
The end result of this chain is that all of Duelist B's monsters on the field are destroyed. 
effect of "Seven Tools of the Bandit’ nullifies the effects of "Anti Raigeki". Since "Anti Ra 

activated, "Raigeki" is active thus destroying all of Duelist B's monsters on the field. 


Attempt to stop “Anti Raigeki’ from CHAIN 3 
7 


activating. 3 SEVEN TOOLS OF THE BANDIT 


anal pet ole Palo CHAIN 2 Effects are neutralized, so no effect. 


ANTI RAIGEKI 


Try to destroy all of Duelist B's 
monsters on the field. 


WARRANTY 


Konami Digital Entertainment, Inc. warrants to the original purchaser of this Konami 
software product that the medium on which this computer program is recorded is free 
from defects in materials and workmanship for a period of ninety (90) days from the date 
of purchase. This Konami product is sold “as is,” without express or implied warranty of 
any kind, and Konami is not liable for any losses or damages of any kind resulting from 
use of this program. Konami agrees for a period of ninety (90) days to either repair or 
replace, at its option, free of charge, any Konami product, postage paid, with proof of 
date of purchase, at its Factory Service Center. This warranty is not applicable to normal 
wear and tear. This warranty shall not be applicable and shall be void if the defect in the 
Konami software product has arisen through abuse, unreasonable use, mistreatment, or 
neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 


Konami Digital Entertainment, Inc. 
1400 Bridge Parkway, Redwood City, CA 94065 


CONSUMER SUPPORT 
If you feel stuck in the game, or just need a boost, don’t worry! You can call the Konami 
Game Hint & Tip Line for help on this software and all fine Konami products. 


Konami Game Hint & Tip Line: 1-900-896-HINT (4468) 
¢ $0.95 per minute charge 

¢ $1.25 per minute support from a game counselor 

¢ Touch tone phone required 

¢ Minors must have parental permission before dialing 


Hints are available 24 hours a day. Live support Monday-Friday 9:00 A.M. to 5:30 P.M., 
Pacific Time. Prices and availability are subject to change. U.S. accessibility only. 
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Go to www.konami.com/usa to register your KONAMI games 
and get exciting news and information from KONAMI. 


When you register your game you will be automatically 
entered into monthly drawings to win FREE games! 
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